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游戏的客户群进行了简单分析； 后运用 SWOT 战略选择模型进行综合分

































Online games subordinate part of the Internet economy, though in our late 
start, but 7 years ago, online games market in China, to the current form of the 
online game industry, the rapid development of the industry and the high rate 
of growth of the market size of concern . However, China's online game 
industry in the high-margin, high growth, but also high risk. Online game 
industry in the short product life cycles, rapid changes in the characteristics of 
the external environment lead to the risk of online game industry will continue 
to increase. Online games industry attracted many high-profit enterprises to 
squeeze into the market, while there are many games out of service, more 
online gaming companies were out of the market. 
A company is a small online game company, online games business is 
currently the main source of income for 71% of its total revenue. China's 
online game business in the large number of increasingly fierce competition 
among industry conditions, A Company's online game business you want to 
stand out in the fierce competition, to obtain a competitive advantage. How to 
conduct effective strategic planning, the online game business in the fierce 
competition in the market to achieve sustainable development, achieve greater 
market share and profit, is the online game business at this stage A company 
facing a major problem. 
This paper from China's online game industry value chain development 
and industrial research; Second, from the macro environment and industry 
competitive environment for both online game companies in China to analyze 
the external environment, that China's online game business opportunities and 
threats facing; then A company and its network introduced the basic situation 
of the business game, exploring the existence of internal strengths and 
weaknesses, and online games customers a simple analysis; Finally, the 
strategic choice model using a comprehensive SWOT analysis of the A 
company network game business competitive strategy recommendations. 
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2007 年 8 月由美国次贷危机引发的全球金融风暴，对世界各国的经济均造
成极大的冲击，在全球性的经济低迷中，网络游戏产业却不乏抵抗力，是
受到冲击相对较少的行业之一。 
据 2010 年 1 月中国互联网信息中心(CNNIC)发布的《中国互联网络发
展状况统计报告》显示，截止于 2009 年 12 月 31 日，中国网民规模达到
3.84亿人，较2008年增长28.9%，在总人口中的比重从22.6%提升到28.9%，
互联网普及率在稳步上升。2009 年网络游戏用户规模持续增长，规模达到
2.65 亿人，较 2008 年增长 41.5%。值得关注的是，网络游戏是所有互联网
娱乐领域中唯一使用率上升的服务，网民使用率从 2008 年的 62.8%提升至
68.9%（如图 1-1 所示）。分析认为，2009 年网络游戏用户规模增长主要有
两个原因促成：一方面网页游戏在 2009 年得到了良好的发展，领先网络
游戏厂商对于网页游戏领域的涉足以及网页游戏公司的兴起均对用户规
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本文以 A 网络游戏公司为研究对象，通过对 A 公司内外部环境的分
析、企业价值链分析试图识别出企业的竞争环境特性以及自身的优劣势所
在，通过对这些判断和企业资源和能力的分析，试图认识并把握企业的核













部环境，结合 A 公司的内部环境分析，运用 SWOT 战略分析与选择模型，
分析 A 公司网络游戏业务的竞争战略。 后将选择的结果与 A 公司网络
游戏业务 新的策略相比较，提出自己的参考性建议。  
1.3 研究的思路和框架 

























第五部分：A 公司竞争战略选择。首先采用 SWOT 分析 A 公司的业
务矩阵组合，基于网络游戏行业的发展趋势和 A 公司的竞争环境分析现
状，提出了 A 公司竞争策略和实施途径。 
第六部分：结束语。梳理了全文研究的脉络和结论，提出了展望。 
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